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PROGRAM DESCRIPTION 
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SKILL OR STRATEGY: Personalization, Creating a Context, Mnemonic 
System 

GRADE: 4th grade to adult 

SUBJECT AREA 

CORRELATION: Any in which memorization is used 

READING LEVEL: 5th grade 

TIME REQUIRED: About six minutes per game 


The classroom activities included were designed for students in grades 4-6, 
but with some modification could be used with older students as well. The 
software is appropriate for 4th graders to adult. MEMORY CASTLE provides 
students with practice in remembering specific instructions. Students work 
with sets of instructions which they must remember in the order given to 
successfully progress from one room in a castle to another. Students may 
select from three levels of difficulty with each level containing a set of 
instructions randomly selected by the computer. The object of the game is to 
remember all the instructions in the order they were given. 


MEMORY CASTLE is preceded by a color test. Because parts of this game 
are enhanced by color, it is important to use this test to adjust the monitor 
or television. If you are using a TRS-80 color and the colors displayed are 
wrong, press the RESET button on the back of your computer. 


MEMORY CASTLE begins with an option to see the directions for the game. ~ 
The directions explain the need to choose an EASY (6 instructions to 
remember), MEDIUM (12 instructions to remember), or DIFFICULT (20 
instructions to remember) assignment. Each instruction will tell WHERE to 
go, and WHAT to do. For example: Go to the kitchen and eat an apple. If 
all of the assignment is remembered in order, the student wins. something 
is forgotten, the game will end. 


Following the directions, a knight wearing two colors is shown: 
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Press SPACE BAR to continue 


After selecting the level of difficulty, the colors of the knight must be 
entered. 


Wet 2olors? PURPLE AND ORANGES 


If an incorrect answer is given, the student is not allowed to enter the castle 


and must begin the game again. If a correct answer is given, the assignment 
is shown. 


Here is your assiegnsuent: 
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Press SPACE BAR to continue 


The assignment may be studied as long as desired before continuing the 
game. The next question to be answered is "Where do you want to go?" 
Using what is remembered from the assignment, the student enters the first 
"place" to go. 


e If the place to go is misspelled or not one of the possible places, 
the student is shown a list of places in the castle and allowed to 
continue. 


e If a wrong place is entered, the correct answer is given and the 
game ends. 


e If the correct place is entered, the game continues. 


The student is shown the first place and asked a question. 
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e If the question is answered correctly, the game continues by asking 
"Where do you want to go?" 


e If the question is answered incorrectly, the correct answer is 
given and the game ends. 


e If the answer to the question is misspelled or not recognized by the 
program, the student is asked "What do you mean?" and told to 
"Please try again." After receiving this message three times, the 
correct answer is given and the game ends. 


When a game ends because of a mistake, the student is given an opportunity 
to see the assignment again. The student may also choose to play the game 
again using the same assignment. 


Correct answers take the student from place to place until the assignment is 
completed. Completing an EASY assignment earns a Golden Goblet, a MEDIUM 
assignment earns the Royal Order of the Torch, and a DIFFICULT assignment 
earns a Room Full of Treasure. 
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Note: To stop playing before a game is completed, hold down the 
Control (CTRL) key while you press "E." (On a TRS-80 Color, 
hold down the down-arrow and shift keys while you press "E.") 


